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INTRODUCTION 
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THORN EMI 
COMPUTE 4 
& REVERSI 


Here are two timeless games of skill, which you 
can play with an opponent or against the 
computer. With Compute 4 you drop counters 
in turn into a 42-square frame and try to build 
up a line of 4 counters while preventing your 
opponent from doing the same. Reversi uses a 
chessboard layout: each player begins with 
two counters and adds one in turn until the 
board is filled. The object is to trap as many of 
your opponent's counters as possible between 
lines which begin and end with counters of 
your colour. The trapped pieces are then 
turned over and appear in your colour. The 
winner is the player with the higher number of 
counters when either all 64 are on the board or 
neither player can move. 

The computer keeps the score and 
referees proceedings. Have a good game! 



HOW TO LOAD 
YOURPROGRAM 

O Make sure the computer is turned OFF at 
the power switch on the right-hand side of 
the console, and ensure the computer contains 
an ATARI* BASIC Cartridge; close the lid. 

Q Disconnect any other peripherals, such as a 
printer or disc drives , as they may cause 
problems with loading your program. 

© Connect your television to the computer and 
switch the television ON. Turn down the 
sound if you want to avoid background 
noise before and during loading. 

O Connect your ATARI* 410* Program Recorder 
to the computer and then to a power point. 

Q Place the cassette in the recorder. 

O Press REWIND, if necessary, to bring the 
tape back to the start. When the tape stops, 
press STOP. 

Q Press START on the computer console and 
hold it down while you press the power 
switch on the right-hand side of the console 
to ON. 

O The computer will 'beep' as a signal for you 
to press PLAY on the recorder and release 
the START key. Next , press RETURN on the 
computer and the program will load into the 
computer. 


*Indicates trademark of ATARI Inc. 


O After loading , the title appears on the 
television screen. Press STOP on the 
recorder. Adjust the volume control on your 
television to receive sound effects. 

PROBLEMS If the program fails to load an 
error message appears on the screen. When 
this happens turn the computer OFF at the 
right-hand power switch, go back to Step 6 
above and try again. If you have any further 
problems, consult your ATARI* handbook. 

WARNING Do not press SYSTEM RESET as this 
will clear the program. 

HOW TO PI AY 
THORN EMI 
COMPUTE 4 

O After the title, the computer asks you to 
choose an opponent. Use the Joystick to 
move the asterisk to indicate the computer 
or an opponent. Then press the red button. If 
the computer is playing then the computer 
will ask you to choose the skill, between 
I and 3, you do this again by using the 
Joystick to move the asterisk and then 
pressing the red button. The game then 
starts. 

Q Now the gameboard appears onscreen. At 
the top of the 6x7 square framework is a 
row of markers and on the far left is a red or 
pale blue one. Use your Joystick to guide 
this marker along to the head of the column 


in which you wont to stock it. When the 
marker is in position, press the trigger and 
the bottom square in that column will fill with 
that colour. 

Q The computer randomly chooses who goes 
first, and if several games are played the 
opening move alternates between the 
player and the computer. Play in turn until 
one player succeeds in building a line of four 
squares, vertically horizontally or diagonally. 
Players must always move when it is their 
turn. (You can press the START button at any 
stage to quit or choose another opponent). 
As soon as a line of four squares appears, 
the computer announces the win and asks 
you to press the red button to display the 
final points and the total score. One point is 
scored by the winner for ever vacant square 
on the board. Pressing the red button again 
will allow you to select another opponent or 
skill level. If you choose the same opponent 
and skill level then the numbers of wins and 
points will be added to the previous scores. 

If all 42 squares are filled without a line of 
four being completed, the game is drawn. 

HOW TO PLAY 
REVERSI 

O After the title, the computer asks you to 
choose between playing against it or an 
opponent. Use the Joystick to move the 
asterisk where you want it. When you are 
ready press the red button. If you opt to 
play against the computer, it asks you to 


select o Skill Level 1 -3. Use the Joystick to 
move the asterisk to where you wont it , then 
press the red button. 

Q Now the gameboord appears onscreen. At 
the centre of the 8x8 chequerboard are two 
blue and two red tiles. The computer 
explains which colour is which, and sets out 
the score below the board. 

© Just beneath the bottom left-hand corner of 
the board is a hollow tile. Use your Joystick 
to guide the hollow tile to the square you 
wish to occupy next. Press the trigger when it 
is in position. The idea of the game is to 
place a new tile so it traps one or more of 
your opponent's tiles between it and 
another of your tiles at the end of a line. 

Lines may be vertical , horizontal or diagonal. 
The trapped pieces are then turned over 
and become your colour. You can also score 
along more than one line'ifyou manage to 
place your new tile at the angle between 
other 'trapping' lines. 

Q Only trapping moves count. If you pick a 
non-scoring square , the computer signals 
'Illegal Move.' If you are unable to make a 
trapping move , press any key and play 
passes to the opponent. 

Q The winner is the player with the higher 
number of tiles on the board when either all 
64 squares are filled or neither player can 
move. The computer announces the final 
score. Press the red button for another 
game. 


HOW TO PLAY 

COMPUTE 4 

O Place cassette in recorder and load program 
into your computer. 

Q After the title, use the Joystick to choose between 
ploying the computer or on opponent. 

O If you choose the computer, use Joystick to 
choose o Skill Level. Press red button to start. 

Q Gomeboord (6x7 square) appears with row of 
markers above columns. Use Joystick to fill 
columns with markers. 

Q Player who first builds a line of four markers 
- vertically, horizontally or diagonally - wins 
the gome. 

O Press red button to display final points and 
total score. 

REVERSI 

O Place cassette in recorder and load program 
into your computer. 

© After the title, use the Joystick to choose between 
ploying the computer or on opponent. 

© If you choose the computer, use Joystick to 
choose o Skill Level. Press red button to start. 

© Chequerboard appears with two blue and two 
red tiles in the middle. 

O Use the Joystick to position a new tile to trap 
your opponent's tiles and moke them yours. 

O The gome is over when oil 64 squares ore filled 
or neither player con move. The player with 
more tiles on the board wins. 

These games require an ATARI* BASIC cartridge. 

This is only intended as a basic guide. For more 
detailed instructions see inside. 

WARNING: ALL RIGHTS OF THE PRODUCER AND 
THE OWNER OF THE WORK REPRODUCED RESERVED. 

UNAUTHORIZED COPYING. HIRING. LENDING. PUBLIC 
PERFORMANCE. RADIO OR TV BROADCASTING OR 
DIFFUSION OF THIS CASSETTE PROHIBITED 
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